- TRAIL OF CTHULHU L 


Jan Joyce-Cleveland 


Occupation: Dilettante 
Drive: In the Blood 


The Joyces and the Clevelands have long been wealthy. Some families are just more capable than 
others, and it’s the responsibility of such families to do things like solve the world’s mysteries (but not 
necessarily publicize them), protect the world’s treasures (but not necessarily share them), and give the 
little people a chance to support themselves. Long have the Joyce-Clevelands been globe-trotters and 
collectors of fine antiquities, and long has each generation sought to outdo the previous’ collections in 
terms of rarity and mystery. 


You heard word of Thomas Fell through Knox Makepeace, who has helped your father acquire some 
of his antique and archaeological collections over the years. Fell is a believer in the occult, like you, 
unlike your father. You sent Thomas Fell a stone stele, etched with alien markings, from your father’s 
estate while he was out of town. Your hope was that Thomas Fell would be able to tell you what the 
object was and where it came from—and he did that quickly. He said Peru. So you cut him a check big 
enough for him to hire some men and go off in search of similar objects that you could bring back to 
impress your father... and possibly convince him that some of his collection has properties more 
fantastic than he believes. 


Thomas Fell hired four men—diggers, drivers, explorers—and was having meetings to plant their 
trip, but then they all stopped writing or calling. No sign of them. They didn’t board a plane or a train 
(and Thomas had said “Oh, I don’t think we’ Il be flying there,” the last time you spoke to him), so 
where did they go? Have the stolen the stele and secreted away to some hiding place? You funded 
them, so whatever is happening, it’s happening on your dime. 


Damn it all, though, Makepeace went and called a police detective. Now you may have to pay him off 
if the provenance or proper ownership of the stele comes into question—or the fact that you hired men 
to loot antiquities. Even with the law being as sketchy as it is, you’d rather have kept the police out of 
it. And now that Fell’s sons are involved, the whole business and that’s no help. Unless you can use 
them to get Thomas Fell out of the woodwork. 


Pillars of Sanity: 


e Aesthetics and high art—beauty benefits mankind. 
e Family. Some families are greater than others. A great family can lead and inspire. 


Sources of Stability: Grover Joyce-Cleveland (your investment-banker father, and the reason why 
you’re rich), Thomas Fell (your secret investment project, the quaint antique expert who’s going to 
certify your find and help you make your own fortune). 


Investigative Abilities: Accounting 1, Art 4, Credit Rating 7, Flattery 4, Intimidation 4, Occult 2, 
Outdoorsman 6, Photography 2, Reassurance 4 


General Abilities: Athletics 12, Firearms 10, Health 10, Preparedness 12, Riding 4, Sanity 8, 
Stability 12, Weapons 5 
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CLUES 


Description Location 


CONTACT DETAILS 


Location 


WEAPONS AND EXPLOSIVES 


Description Damage | Point Blank | Close | Near 


EQUIPMENT 


Description Cost 


MYTHOS TOMES, SPELLS and ARTEFACTS 
Effects 


~ MADNESS AND SHOCK i SPECIAL BENEFITS AND DEDICATED POOLS 


